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Multipli - [Paramel ter

Mirror (m} I Parame ter
Cycle Offset o l[Parame ter

Foot IK
Write Defaults
Transitions Solo Mut
List is Empty
D

AnimationState.iKOnFeet

Preview

Enablel

Timeline

Timeline TIZT 7+ /VNCEZN T,

Very Animation TI&E % & Foot IK KRB TT7=A—23 2 REL, WEEZTETLTHLRRIC
Tools/Humanoid IK T Animation Curve Z{EfLFE T, TL T Foot IK = HMICL TBIMEEREELE T,
Timeline TIXEIZEASh 57 EditorWindow/Foot IK #H L THEEHFLET,

Demo
VeryAnimation\Demo\FootIK

B

Foot IK

BERM

Unity BlogMecanim Humanoid (22T DAVFNADFLREDMNBIZOVWT


http://japan.unity3d.com/blog/?p=1690
https://youtu.be/SPbJR19Yazg

Very Animation

I Generic and Legacy

I Animation Curve

Generic & Legacy CTlX (2 Transform @ Animation Curve Z#{/EL 7,

Animation Curve 51|
Position AL
Rotation EL=
Scale PEIAE /)N

*7-. —¥® Animator ® Animation Curve bF/ELE9,
TREFLRIIM B HERI D728 | B BB A FIREMERHD FT7,

Animation Curve 25 85
RootT,RootQ J—hE— g ONE. AR
MotionT,MotionQ = =g DR, [BlERREFE T
1F1ET 5& RootT,RootQ D& Tl e T MBS LD
RREHES 0 B 4 B Parameter related curve T f

I Original IK

Very Animation J1 H O IK D% EZITVVET,
FEAIE Original IKOFEA S ML TTZEW,

25/55



Very Animation

I Root Motion (Motion h—J &{ER 9 B15S)

'Apply Root Motion'# 42Nz L £,

v 55 @ Animator [ %
Controller |GNew Animator Controller -| o]
Avatar + HumanAvatar | &
Apply Root Motion ™4
Update Mode rmal # ]
Culling Mode ull Update Transforms m

Clip Count: 1 ;

Curves Post 0 Quat: 0 Eula;y 0 Scale: 0 Muscles: 105 Generic: O
Eszlfeg Coul n a bl EES (61.9%) Dense: O (0.0%)
Stream: 40 (381%%)

Tools/Root Motion 7% MotionT & MotionQ 7 — 7 & fatE+ A2 LN TXE T,

AnimationClip @& /RIZLL T DIV ET,

| Root Motion ¢ | Gl
<7 Edit Root Motion information,
*# This function is available for Humanoid and Genearic types.
Mation Curves Root Curves ]
S
Sl
Motion 1 —7 WMFEIET HE, —bE—Ta NTE RN ZOF R TEIEL £,
E MNew Animation @ 5 =
| Cpen
Length 1.000 &0 FPS

Loop Time

4
Loop Pose L
Cycle Offset 0

meage Angulal ¥ Speed 0.0 deg,n"E
Curves Pos: 0 Quaternion: O Euler: 0 Scale: 0 Muscles: 115 Generic: O
FPtr: O
Curves Total: 115, Constant: 101 (27.8%) Dense: 0 (0,0%) Stream: 14
(12.2%)
4.6 KB

ZOFIEEHELRLET,

Demo
VeryAnimation\Demo\RootMotion




Very Animation

I Root Motion (Root h—J'%#{FR 9 B155)

[ Human_Generic Import Settings

® Inspector

Model Importer C Root Node Z5% EL CHIMLERHNET,

WHE X Animator 2 R — R MRBHHA TV 2 VO FHETHE DN DIRARDA T 2 7 M TRBIR L F7,

® Animation
Preview!lﬂl 5] | > |H |H'I|

.

Generic ¢| Samples |60 || oy | U+ |

&

[ Add Property ]

Root Node T E L7z Bone ZH{EL T = A—Tab Z{ER L £,

[ Root Motion

s | (&g

Edit Root Mation information,

@

This function is available for Humanoid and Seneric types. |

[ Mation Curves

Clear

T Genarate ||

T = A= 3 NVER 41T Tools/Root Motion @ Root Curves T Generate RZ L Z L £,

1T RootT,RootQ D7 =A—ar b —7 BPEKSIET,

27155




Very Animation

@ Inspector

RootMotion_Generic

Generic D/ —hkE—Ta 03 ED Animator &4 Animation Clip 3% & CEIEL £,
FL<IE Unity ODRF 2 A MR LT RSV,

Demo
VeryAnimation\Demo\RootMotion

BhiE

Generic Root Motion


https://youtu.be/oZL3FOnqVic

Very Animation

I Root Motion (Avatar B\, FF=[& Root Node IEFER UDIZS)

Root |2 Animation Curve Z{ERLL =9,

Unity2018.2 £ CHOFIE
Animation Clip ™% T'Generate Root Motion Curves' DR INFRENET,
INEMHLTHNCTHZE T, F4THRIZ Root Motion 23EHEL £,

@ Inspector
RootMotion_Generic no Avatar

@ Inspector
RootMotion_Generic no Avatar

Unity2018.3 LA
Unity2018.3 T'Generate Root Motion Curves'lZBE IESiv, ZOFNEIT M EI 7220 ELT,
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Very Animation

v 5 ¥ Animator g %,
Controller [ New Animator Controller | &
Avatar £ HumanAvatar | @
Apply Root Motion 4
Update Mode rmal m
Culling Mode ﬁll Update Transforms al

Clip Count: 1 ?
. Curves Pas: 0 Quat: 0 Fulap; 0 Scale: 0 Muscles: 105 Generic: O
lLr.r) Ezﬂreg Cau n a EGS (61.9%) Dense: 0 (0.0%)
Stream: 40 (35.1%)

Generic D/ —hE—3 903 FD Animator &4 Animation Clip 5% & CEIEL £,
FELLIE Unity ORF 2 A MERERL T FEW,

72720, 2HLOR00 F CIE S TR IREICADEALED LTI R > TLENET,
7~ . =7 AR —F—T Root Motion DIEHRITH SN EE A,
ZNHOENMEIIRG TERW DR LRV ET,

Demo
VeryAnimation\Demo\RootMotion

B

Generic Root Motion


https://youtu.be/oZL3FOnqVic

Very Animation

| original IK

¥ Original IK
All
= [ Right Hand Limb
= [ Left Foot Limb
= & Right Foot Limb
+ —
¥ Advanced
Name |Le.Ft Hand |
Type | Limb ¢
Direction o |32?.423
Target thand_| o]
Lower |u;j.|owerarm_| | 2]
Upper \iupperarm_| o

Very Animation # H @ IK T3,

el IR DN — AN GRINARZ 2, F2i3 T F—% 4 & TBIESinET,
BEIZUANMIAAET U, I —CAHDIRENEI DY E7,
BEDBNEX AT INHRINUET,

VeryAnimation ® IK &< & THREZ MBI T 5720 DFEEE T,
BRAFEINAERIL FK LRBEDTE R T, IK OF — 7L — ADE R/ 1T RAESN R A

I Basic

b AR 72 CCD-IK T,
EZOELE, HHIZHEERT2H0IEHTEET,
AR Ctrl 2L 23S+ — T B A2 E B 52 L3 k£,

BhiE

Original IK

| Limb

FRREMBAAAEHLET,
BRI Ctrl 2L 2o+ F— TN D T AL T HIENHIKRET,

BhiE

Original IK 2

31/55



https://youtu.be/aBVuNlHz-lY
https://youtu.be/cWT7age4zkY

Very Animation

I Mirror

Humanoid #45 DI7—1% Avatar OfEHOREEZ BRI L £33, Generic & BlendShape DI7— |34 HiNHXSRE
HEHIL C Automap TEMEL £,
ZHUZ Settings TEE TEET,

¥ Mirror
Generic Scale Mirror

u

Automap
Generic
Search by Mame [
Characters |Lef't,Right,Hidari,Migi,L,R
[ | Ignore up to the specified character
Blend Shape
Search by Mame [
Characters |Lef't,Right,Hidari,Migi,L,R

I Generic

ZBIET 74 /LTl Root 735D 7 /L2 ZH  Left', Right','Hidari', Migi', L', R' OEW DO DS H 7T,
Fh BN 855121, SEBHITBINL TIEE WY,
EFICRE TETWRWIEEIZIE. Mirror ORES ELSEMEL £ A,

| Animator IK | Original Ik | Humanoid | Selection | Hierarchy | Shaded ~| 2D E " NN ~RE
¥ Hierarchy %
I 4 Mirrar b || V| Shew Mimer Osject
| Al | weight | Body | Head | LeftHand | RightHand ) 5 Mapging 3 Bekamap
v == Root ‘#MNone (Game Objec Cear
¥ [] . Characteri_Reference #MNone (Game Obgl
v ¥ BE Hips ‘#HMone (Game Objec

v I T LeftUpperLeg {[p "~ Characteri_RightU

¥ ¥ §E LeftLowerLeg
v [ §E LeftFoot
¥ 55 LeftToes
v == RightUpperLeg
¥ ¥ 35 RightLowerLeg
v [+ L& RightFoot

== RightToes

¥ ¥ 35 spine
¥ ¥ §E Chest
¥ ¥ PE UpperChest

Gﬂ ‘rCharacterl_RightLe
Gﬂ ‘A Characterl_RightFt
glp \oCharacterl_RightT
Gﬂ ‘A Characterl_LeftUpl
m ‘A Characterl_Leftlec
Gﬂ \\Characterl_LeftFoc
Gﬂ ‘Characterl_LeftToe

‘#MNone (Game Ob jec|

‘#MNone (Game Ob jec|

‘@None (Game Cb jec

Q0000000000 ROQO0O0O00ROO0OO0

v == LeftShoulder qﬂ l.njCharacterl_RighE
¥ ¥ §E LeftUpperarm glp . Characterl_RightA
v M BE LeftLowerarm (b ‘.Character1_RightF
2] == LeftHand Gﬂ ‘Characterl_RightH
» ] AJ L Sode ADD (|
» (] AJ_L_Sode_B0OO (|
b [ AJ_L Sode_co0 ([} wiJ_R_Sode_CO0
» ] AJ_L _Sode_D00 ([} wiI_R_Sode_DO00O
v == MNeck “#None (Game Objec @
» ¥ 55 Head ‘#None (Game Objec @
v == RightShoulder fﬂ ‘A Characterl_LeftsShi @
¥ ¥ 35 RightUpperArm glp \iCharacterl_Leftarr @
v == RightLowerArm qﬂ ‘fCharacterl_LeftFor @
» ¥ L5 RightHand b . Characterl_LeftHal @
» ] A J_R_Sode_AD0 [} i01_L_Sode_A00 @
b ] J_R_Sode_BOO ([} a1 _Sode_B0O o
» ] AJ R _Sode COO ([} i]_L_Sode_C00 =}
b [] AJ_R_Sode_D00 ([} 1a1_L_Sode_D0O @
» [ | A J_Mune_root_00 ‘#None (Game Objec @
» ] A J_L_SusoSide_00 G W]_R_SusoSide_00
» [ A J_R_SusoSide_00 [y 0I_L_SusoSide_oo | @
» [ A J_L_skirt_oo [y w0I_R_skirt_oo @

Automap TIEFICRESNRWSEEOTFEI COLE T | FILZEEL L H L TO Automap OV E LIE Hierarchy ®
BIET A2 AT RS,



Very Animation

Scale @ Mirror

Scale DT —L7 74 /NN CTHMI/2>TOERE A,

”Generic Scale Mirror” %A 23 5E ., Mirror OEI{ET Scale 2SEHEL £,

Scale TIELL Mirror AEIETBITIE. FOBEALD ISk 35 Bone DfliASH T8> TWDLERH D ET,
HhoD J5 M DENR X & Z OFES AN D> TWAe S TIEREH D FH A,

NG OFIDO I THIA TN TNDE, Scale & Mirror Tl L7235 & ICEFICEMEL A,
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Very Animation

I BlendShape

ZANET 74 /LTl Left', Right',' Hidari', Migi','L!, R' DEW D A DIGAHF N TT,
FAFE BT A5A1CE, JEEIBIL TLIESV,
EFICERE TETWRWIEEIZIE, Mirror OFERENS ELSEMEL 8 A,

G - Al
Pose Blend Pose Muscle Group |

oraons T | Foat

Root Correction

¥ Pose

[ Reset ][ Bind ][ Prefab ][ Mirror ][ Template v] [ Save as
Quickload | 1 || z || 3 | QuickSave [ 1 [ 2 [ 3

@
ol ndiShape . Mimor b | o | Shew Mimar Name
Select All Reset All Moppiog
¥ [ 01 kohaku B head e
head eyeCloseR1 | 4lb[ head_eyecClosel

head eyeClosel 4[b[ head_syeClaseR1

[

[ ]

[ head He | [

[ head A | [ =

[ head I | [ 4| O [Reeset |
[ head U ] [ 4| O [Reeset |
[ head E | [ =

[ head O | [

[ head R1 | [

[ head RZ | [ =

[ head eyeCloselZ | G[b[ head_sysCloserz 4| O [Reeset |
[ head eyeCloseRZ | db[ head_seyeCloseLz 4| O [Reeset |
[ head mayuAnaR | G[b[ head_mayusngL 4| O [Reeset |
[ head mayuAnagl | G[b[ head_mayusngk 4| O [Reeset |

Automap CTIEFIZERESNRWEEDO TN TOEE | FIILREEZ H L TP Automap D<CYE LT BlendShape
DFEET AL IBITVET,



Very Animation

I Tools
| copy
[ Copy 1@
@ Copy arange of keyframes and events,
|qU:IUL:I . IU:IU? L |U:.“.] . Il:l:.1§ . |u:.2'? L IU:IE? . |1:.m? . 1:IU.."? L |1:.“.J . i|
1 1
Start 0 End 45
Write |46 | Current to a1
[ Copy ]
F—Tl—LEkat’—LE T,
I Trim
[ Trim s

(_LJ Trim the animation clip.

||i0:00 ID:DS |0:1U IIKI:15 |0:EU ID:EE |0:30 IU:!]S IU:#U IU:45 F|

Start 0 End

[ Trim

5o ]

T=A—=var sy T e N I LET,

¢ | (&l

| Add
| Add
@ Append the contents of the specified Clip after the current Animation
< clip,
Add Clip mNune (Animation Clip)
| Add |

| &

T A= a Iy T ESEAIBEMLET,

35755




Very Animation

I Combine
| Cambine : | (Gl
<71 Combines the specified Clip to the current Animation Clip,
%/ Duplicate Animation Curve will be overwritten,
Animation Clip mNune (Animation Clip) | ]
| Combine |
T A=A sy T e B LET,
I Create New Clip
i ] Tl

[ Create Mew Clip

7 Create a new animation clip,

\2) The settings of AnimationClip and AnimatorState are copied.

Duplicate ]

[

Mirrar

FrLw Clip Z1ERLET,
FREEH O AnimationClip 72 DR E & 5 EHENTIER L £,

I Create New Keyframe

| Create Mew Keyframe

O

kL_,' Creates a keyframe atthe specified interval to the selected bone,

Iﬂl:iﬂl |D:2ﬂl ; |CI:3CI i

[0:40 [0:50 Fl|

|liu:uu |
1

Start End

Co—
-

Interval
Animator
[ RootT
& Rootd
[ Muscle
Transform
[ | Position
[+ Rotation
[[|5cale

Co—

0.1 Second

| Apply

TBINL TWAR— N —ERIE CHLWS —T7 L — A2 ERR L £,




Very Animation

| Bake IK
[ Bake IK : | (Gl
@ Execute IK in the specified range. ‘
|o:00 [0:10 |0:20 |0:30 [0:40 [0:50 | P
1 1
Start 0 End a0
Simple Interpolation J

‘ JT'\.

Simply apply the result of IK.
Used for baking the results of Foot IK and &nimation Rigging.

Bake

[ JHumanoid IK

[ JAnimation Rigging
¥ Animator IK

[ Head

[ Left Hand

[ Right Hand

[+ Left Foot

[+ Right Foot
¥ Original IK

Apply

HEDFPHTIK ZFTLET,

I Animation Rigging

| Animation Rigging : | Gl
Edit the Animation Rigging curve,
v Inarderto generate, Constraint must be set,
*# To use it, you need to have Animation Rigging Package installed on Unity
2019.2 or later.
|o:00 | [0:10 |0:20 |0:30 [0:40 [0:50 Pl
1 1
Start 0 End &0
Bake
[ JHumanoid IK
¥ Animator IK
[ Head MultidimCanstraint
[+ Left Hand TwoBoneIKConstraint
[« Right Hand TwoBonelKCaonstraint
[ Left Foot TwoBonelKConstraint
& Right Foot TwoBaonelkCanstraint
[ Clear ] [ Genarate ]

Animation Rigging O —7 #HRELET,

37155




Very Animation

I Humanoid IK

[ Humanaoid Ik 4 ]w

@ Edit animation curve used when Foot IK of Animator State is valid,
*# Itis used anly far Humanoid Mation,

||i0:00 IU:UE |U:10 IIKI:15 |U:EU IU:EE |U:30 IU:I]S IU:#U IU:45 W|

Start 0 End 20

[ | Hand IK
[+ Foot IK

[ Clear ] [ Genarate ]

Humanod/Foot IK Z#Z L TL7ZE0N,

I Root Motion

[ Root Mation . ] i)

@ Edit Root Motien infarmation,
/' This function is available for Humanoid and Generic types.

Mation Curves Root Curves |

S

Root Motion D7 =A—3 a0 —7 ZHELET,




Very Animation

I Paramater Related Curves

BT 5w o T P Ve T

T G cotes - o W s I e~

#2 Animator g VeryAnimation
N e ®  ase Layer ues ive ik ] A -
= .

Help | preview

v A

Human (Animater)
Animation Clip 0 Humanoid Animation
Humanoid Motion

[ e nimiion | C—

Humanoid An 2D

d Animatian -
£2 Human : Animator Left Hand Thumb .3 Stretched
52 Human : Animator Left Hand Thumb Spread

2 Human : Animatg

22 Human : Animatdt RTgC AT e
&=

0:25.(050.0%) Frame 25

Animator Paramater ~ Animation Curve OfE3 > hS#1% Animator DA ZES T2 DA E L £,

Paramater & Curve # [RIU4 B CHE T 2L FATIFIZ Float © Paramater &L C Animation Curve O #ia 5217
ET,

17 1% Unity @ Model Importer ?®'Animations/Curves' Ci% &9 HIFHICFH S L £,

FELWEBIZLL T @ Unity ORFa A M-SR LT RSN,

BERHE

AL IR—=RTI VT DT = A= gL h—T

Demo
VeryAnimation\Demo\ParameterRelatedCurves
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https://docs.unity3d.com/ja/540/Manual/AnimationCurvesOnImportedClips.html

Very Animation

I Rotation Curve Interpolation

i Rotation Curve Interpolation ¥ Im

Change the interpalation mode of all Transform Rotation
Curves,
Itis recommended to standardize to Quaternion.

Interpolation | Quaternion

[ Convert ]

Transform Rotation Curve O 72 —EF L1,

| ® animation [ @Preject | Hcensole U
Preview | @ | | 1 | » | M |bH | o

Generic Animation ¢| Samples &0 || iy | U+ |

Remave Pragertes

b L thumb_01_| : Rotation
b A ring_03_r : Rotation

Inkerpalation Euler Angles

Add Property Euler Anghts | Qustermion)

Add Key

v | Quatemion

| Dopeshest | Curves || 4

ZHF EOREDILETT,
fthd7 &> h° Unity TIERKL 727 =A—a 13 Quaternion LIS THD RIRENENH D726 . —FEFEITL Quaternion
(T DR L E T,

I Keyframe Reduction
¥ Tools

| Keyframe Reduction

Perform keyframe reduction with the specified error value.

For the setting items, refer to Anim.Compression of ModelImparter,
When executed, the interpolation mode of Transform Rotation Curves is
changed to Quaternion,

L 8e

Rotation Error [ Reset
Position Error [ Reset
Scale and Others Error [ Reset
Humanoid Curves [+
Generic Curves o
Other Curves v

[ Reduction

F—T7L— LOHIREITVET,



Very Animation

I Ensure Quaternion Continuity

[ Ensure Quaternion Continuity i ]m

1 Execute "AnimationClip.EnsureQuaternionContinuity’,
2 The quaternion curve is modified.

[ Execute ]

AnimationClip.EnsureQuaternionContinuity ZFFONHL F9,
T =A = ar i —T7 BRI T ZER RSN TOET N, NI —T B RN HHZEMBHHD T Very
Animation CTl3ZZ EE TITWVET,

I Cleanup

S

| Eleanup

N
kl‘) Removes the selected contents from the animatian clip.

| | Remove Animator Root Curves

|| Remove Animator IK Curves

| | Remove Animator TDOF Curves

[ | Remove Animator Motion Curves

[ | Remove Animator Finger Curves

[ |Remove Animator Eyes, Jaw and Toes Curves
[ | Remove Transform Position Curves

[ | Remove Transform Rotation Curves

[ | Remove Transform Scale Curves

[ |Remove Object Reference Curves

[ | Remove Animation Events

| Remove Missing Curves

| Remove Humanoid and Generic conflict Curves
| Remove Root motion conflict Curves

B Remove Unnecessary Curves

[ Cleanup

RNEIR T —T DRI EZATVET,

41755


https://docs.unity3d.com/ja/540/ScriptReference/AnimationClip.EnsureQuaternionContinuity.html

Very Animation

I Fix Errors

[ Fix Errars i ] m

-~

M
LL_,.I It fix the condition where error or assert nccurs,

[ Fix

T —REEN LR EELET,
E console

| Clear | | Cuollapse I Clear on Play | Errar Pause | Connected Plays '|

o Assertion failed: Key count: 1 on curve 'Hips/Spine/Head'
UnityEditor. AnimationUtility : GetEditorCurve{AnimationClip, EditorCurveBinding)

o Assertion failed: Key index (1) is out of range [0, 1)
UnityEditor AnimationUtility : GetEditorCurve{AnimationClip, EditorCurveBinding)
o Assertion failed: Key index (-1} is out of range [0, 1)

UnityEditor. AnimationUtility : GetEditorCurve{AnimationClip, EditorCurveBinding)

WEIIETTOLETHVEE A,
T DL EDISREE NIRRT R oTeT —F A EIET HIENHIRET,

I Anim Compression

Set Current Clip

VR A REHIE T D720 DIEAFR EEE R LET,
Model Importer Tix72< Unity THHEUEMK LTz anim 7 7 A VIR B LR EAEZ L CEXRWEHIZITERLET,



Very Animation

I Export
[ Export i ]m
1 Exportthe Collada files.
"/ Callada files can be canverted to FBX files with ather toals.
Export Mesh [
Export Animation | Current Clip £
Foot IK =
[ Export ]

Collada(DAE) 7 7 A V& H 1L ET,

HAOEND AT 2%, HLETT = A= al FERO =D DIFHR T,
IELLEREND I, Collada (2 H J) A REZR Mg (B H SN E,
Z D7z Unity TOREEILZET DA REMERHY £9,
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Very Animation

| —BELhORE

[ r— jo Compooens  Coemachne  Wodew ew

TT B % EATHIC—REE IEL T Very Animation OFfFEIZADE AZIELTZRED T = A— a L LR OIRE DB 46
LET,

%43 Animator @ Layer0 D15 #H T,

Demo
VeryAnimation\Demo\Edit while paused

BhE
—BFE E P oOfRE


https://youtu.be/NC1i8IyZxbs

Very Animation

| Timeline TOMRE

Unity2018.3 LI T AZHELEL £9°, Z4Ud Timeline D £ < DOREA Unity2018.3 TIEIESHLTWDG T,
ZULLRTO N —2 a2 THEEL TN ERKIS T DI ENTEEE A, ZIUTAARERVET,

Timeline ®7 =A—39 % Animation Window {2V 7L CHRELBIBLET,

Timeline Tl Foot IK X°7 =A— a7 LU R 8K 270 RAETHRK RS L, Skeleton | X Animation Clip & ®
FEORENERREINDIWD , TOBNITEEL TIZSW,

BhE

Timeline = —hJ 7
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https://youtu.be/Pcij0qVNoCA

Very Animation

| Timeline DiERER

-Unity2018.1 PARE TOBELIZOUT

i0Timeline

Praview | 4 e e e | (][0 T]|[iO#] timelin

4 ‘fHuman Peek-a-Bo @
4 ‘fHuman Out-boxer @

Unity2018.1 LA T X7 EE N T RSN ET N, HEIIHVE A,
AnimationClip 1% VA TEHESNDTZDLIRTO /R —Va [RERICHRE T D2 LN AT HETT,

«Animation Clip ® Root Motion 5% & DHEZ

Root Z82L CEMLZIOICEEL 2 54 1. Animation Clip DR EA R L TZEW,
Animation Clip Z#HHIERR L7=5E DT 7 4/V N, Based Upon i% E/RE N A->TWET,
TOREDIIRT L — U 7R EBICL THERE L TIZE U,

© Inspector

Out-boxer




Very Animation

-Animation Playable Asset 3% Remove Start Offset

[ © Inspector [[WA Editar T e
A o

Remove Start Offset 77713 Root transform ] 7 L — LD TR SDOFE N LT DHERE T,
HROIRRETIE Skeleton DALEN TN CL IR H LD WIS HZ LA HELEL £,

47155



Very Animation

IAnimation Rigging [Preview]

Unity2019.2 A& T Package Manager 7251 Ab— /L AT i T& £,
BEOBEMER/ N —221%[0.2.5 preview] T7,

Animation Rigging I3F72 7L a— e THHT-0 , ZORKREL[RIBRICT L E 2 —RERVET,
BE IR OV T B A G 2SN,

L]

Animation Rigging

| EEs

+Avatar Configure T UpperChest 72& ® Optional Bone 235 E I TV 720 Humanoid TiEIEF IZEITEL 72U
BNHHEHTT, Optional Bone %79 CIE L7z Humanoid Z{# L T7Z&W,

*Scale 28 1 TIIVMEDE L CWAET LTI IEFICEELARWBIERH A5 T, TXTD Scale 78 1 THHE
TNEERALTIZSND,

- ZOEREIX Humanoid @ Root Motion TEIfET AT = A= a3 i T2 038 W4, B H 1 Root
Motion IZ Animator.humanScale DfEIZ L > TEEIENE( T 572D Root DT TH 2 Constraint DfEIZFDFEN
RS ANLTT, 2O, T2 A= al MERET = A= a2 A5 T V0 E— ChiuifE & F7,

* £ ® Constraint 2 H 7253545 121% Foot IK ZH %029 % & Foot IK OfE RN K EiL5H72 , Foot IK % #E%h |2
THULENDNET,


https://youtu.be/Pcij0qVNoCA

Very Animation

I Tips

Very Animation [ L EICEET 22 L% BAREL COVET R, 7= A—a ORELITIRHI T 4 X OEENEL /2
DR N | Bt P72 D L EHICEES T H72 0 O R AT L ET,

| &% unity 2R3

HLWEE RT3 —< L ADWE N AS>TNDZH T,

| =50 Window 3EAL 3

RNEILUBE TSI E T,

I Inspector Z[E9

VeryAnimation
| Taoals

& Inspector

¥ Animation

Animataor

Animation Clip
Hurmanoid Motion
P Loop

Inspector 73 RSV TWAD EFREERFIZHE ] Repaint 23 THOIVET S, ZAVDLEWOTEIZL TRBLZETHHIL E
7
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Very Animation

I QualitySettings DR

FENRBREET b T 1 X DEWERE T BN RKENZ0  BEREWIG A IR EE AR LET,
LI2LT = A= ar Offaa T 5720 MO EICT 555 T Blend Weights 13'4 Bones'|ZZEE LZIZH N BN T
7
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[ Remove Save Settings 3

@ Rermowve all "WeryAnimationSaveSettings' component.
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[ Replace Reference i

Replace animation clip reference in all AnimaterController,
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[ Replace Reference ]
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